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eview 
a, director of The Legend of Zelda: The Wind Waker and Majora's Mask, spoke 
1e Legend of Zelda series. Aonuma-san touched upon how he became entangled 
‘ries has evolved over the years, and the challenges of creating new innovative 
\ining the integrity of the series. Also, he spoke about the notion of Zelda realism vs. 
1s involved with making Wind Waker cel-shaded. 
was simultaneously translated by Bill Trinen, and the transcription of Trinen's 
ame is Eiji Aonuma and | work in the software production department of 
3 and Development, or EAD, at Nintendo Company Ltd. For roughly eight years, I've 
2d to a game known as Zelda. But, | never imagined an opportunity for me to talk to 
nce would ever come. | was very surprised when the opportunity arose and at the 

; : libly honored. So, let me outline for you the topics | will be talking about today as | 
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peared in the series since the birth of the first Zelda game. Next, | will explain how 
<> IGN ar the years. Then I'll talk about my main theme today, which is behind-the-scenes 
ition. I'll talk about what it means to be Zelda-esque. or what is Zelda-ness. Finally, 
ies to evolving the franchise. I'm sure that many of you that are here today are 
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: release of the Nintendo Entertainment System in 1985, 19 years ago and two years 
[J News > in. This marked the beginnings of all Nintendo videogame products, not just Zelda. 
@) Guides 1987, we saw the now celebrated release of the first title in the Zelda series, The 
iling the top down viewpoint. This was followed up a year later in 1988 with The 
(I) Interactive Maps ore action oriented Zelda with side scrolling areas. You may notice a red asterix by 
= Playlist in this list. This marks the year | joined Nintendo, which technically means Zelda has 
ntendo. 
Discover > 
 Giaie ie Super Nintendo Entertainment System and followed that a year later with The 
k to the Past on that system. With this title the Zelda series once again returned to 
cf Rewards c view. But, it can probably be said if it were not for this title, the Zelda franchise 
® Videos 5 1 developed. It established many of the conventions for Zelda games to come, 
are refined in The Legend of Zelda: Link's Awakening released for the Game Boy the 
© More yw, Link's Awakening is lauded as a quintessential isometric Zelda game. It was 
1998 for the Game Boy Color. 
he game that revolutionized the Zelda series by taking the top down 2D series into 
Zelda: The Ocarina of Time refined the 3D camera of Super Mario 64, allowed 
ies, and created a smooth sword fighting experience -- strengthening the appeal of 
qtendo 64 controller and selling 7.6 million units world wide. 
Ida title that | was put in charge of the series. So, when | talk in detail about 
will be talking mainly about Majora's Mask, which was released two years after 
aquent release of The Wind Waker when the platform changed to GameCube . 
1 that the Zelda series has developed into top down styled games on the Game Boy 
3D styled games on home consoles like the Nintendo GameCube. But, this year we 
the multiplayer game Four Swords, a game that links the Game Boy Advance to the 
or a top down game that takes advantage of a 3D engine on the GameCube allowing 
dression. 
issive quality and the upcoming release of the unique Nintendo DS system, | think 
S coming to the franchises --the likes of which we can talk about at this year's E3, 
ut development of The Wind Waker 2. 
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e left out when talking about the Zelda series. [Shows a clip of Super Smash Bros. 
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ind. Even after getting used to the controls, each time the screen rolled to a new 

deared and | thought 'am | going to have to fight these things forever?’ Eventually, | 


rther in the game. 


as under the impression that the Legend of Zelda was not a game that suited me. So 
J suit me? Those would be text-based adventures. For someone like me who 

s, these were games that allowed you to participate in the story and letting you 
seeing your own thoughts and actions affect the progression of the story. Plus, these 
st reflexes and don't require traditional gaming skills. So, | thought that if | were 

| would like to make this type of game. 


Jays drawing pixel art of Mario & Peach and honing my design talents on a variety of 
| came in contact with a new Zelda game called A Link to the Past. Although I'd been 
jinal Legend of Zelda, since | knew the graphical improvements of the SNES, | knew 

was a game | had to play even if | quit half way through. 


1e Past, | kept playing basic actions that were completely unrelated to battling the 
cutting the grass, lifting stones to search beneath them, and using keys to open 
ivered that | was proceeding through the game, and | got the same feeling | did 
inputs to actively participate in the story of a text-based adventure. | realized that 
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‘he kind of game | wanted to create. Unfortunately, at that time Nintendo still had 
esigner, so my hope to create a Zelda-like game could not be immediately realized. 
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ilay. Now, I've never asked how Mr. Miyamoto viewed this game, so | can't really 


t his thoughts on it. But, it was after this game that he instructed me to join the team 
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aude: ‘or dungeon design and the design of enemy creatures in the dungeons. Of course, | 
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= Playlist : for me, ended up working on enemy design. But, the type of gameplay used in 
#S an extremely important mechanic in Ocarina of Time, so there was really no way 
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n or hunting down the Poe sisters. 
©) Videos > 
Ocarina of Time, Mr. Miyamoto instructed us to use the Ocarina of Time engine to 
ioe . ‘arina's second version with rearranged dungeon gameplay. But, | felt that just 
uzzle solving without changing the overall structure was too limiting. 
imoto's offer and proposed that if anything | wanted to make a new Zelda game. 
aveloped for the Nintendo 64 disc system that was released only in Japan, and since 
ect other staff members developed it. It was finally bundled in the GameCube 
released as The Master Quest. Even now, Mr. Miyamoto scolds me for being the 
imps to conclusions before even giving something a try. 
in | proposed doing a new Zelda title, | didn't think I'd be the director. But, under Mr. 
|, we were to create a new Zelda game with a focus on its game system and we were 
in a short period of time using the Ocarina of Time engine. It was necessary for 
been responsible for bringing together all the details of Ocarina's game spec to 
gn of the new game. That role was given to me. 
‘completing the game in a short period of time was a result of having spent so much 
) Ocarina engine. He wanted to make effective use of that engine in creating a new 
[ Join for free or log in } ad that this would be very important for future Zelda development, we were faced 


b> 


5 of 16 4/13/2024, 5:33 PM 


GDC 2004: The History of Zelda - IGN https://www.ign.com/articles/2004/03/26/gdc-2004-the-history-of-zelda 


juestion of just what kind of game could follow Ocarina of Time and its worldwide 
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illenge, we came up with the idea that the solutions to puzzles would be found in a 


nts. We adopted a three-day time system. This three-day system in Majora's Mask 
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+r of new discoveries. Before creating Majora's Mask, there was actually one new 


ais t we began considering but weren't able to accomplish on the N64. With the 
Qv Search meCube platform, we had the power we needed. We went back in this direction with 
© Reviews 5 ical style of The Wind Waker, which we completed in 2002. We decided in advance 
find Waker would begin with Link being young and unfold from there. But, we felt 
ba. News > atural feeling to using a more evolved version of the realistic Ocarina model to tell 
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¢:) More > er to the development team and Mr. Miyamoto remaining the ultimate producer who 
lings Zelda. That process has not changed. 
xt topic today, which is my main theme, is the all important question that Mr. 
es us on, which is 'what does it mean to be Zelda-esque?' 
9 tell you about in my discussion of Zelda-esqueness is an extremely important 
intly connected to Zelda development and that is something | call the "Miyamoto 
ipending the tea table". 
jining table that you sit on the floor to eat at. But, you don't see them often now a 
e people eat at Western-styled dining tables. When | was growing up in the 1950s 
ry house had one. What it means to upend the tea table -- it actually comes from a 
anese manga called "Star of the Giants," in which the father seated in back there on 
‘ront of him so hard that the food on the table is knocked up into the air. The father 
it what's been served, upended the table -- forcing his wife to cook a new meal. 
d of the household was absolute and it represents the action of an old fashioned 
if someone was to do that it would actually destroy the family and the father would 
duse. So, all that remains today is the phrase 'upending the tea table.’ So, long ago 
pan where they thought this was proper and acceptable. Now a days with only the 
f eee eee ] generally the lead figure who takes on the role of the strong proper father. 
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rs completion with only the final polish remaining, with no fail Mr. Miyamoto upends 


<3 IGN lirection that we all thought we were going in suddenly changes dramatically. 
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2 from the Bomb Shop in the Wind Waker. Now, I'll explain this scene in detail. First 
Q Discover ° ) shopkeeper. Now, as you can see from the movie, he's got kind of a weird looking 
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ng special about it. But, | think there may be some who notice that this scene occurs 
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1 place for kids to come in the middle of the night. You be a good kid now and run on 
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y. | tell you what, I'll sell you bombs if you promise not to cause any trouble for my 
donse from the shopkeeper would pass the Miyamoto test. Of course, when | tell you 
iink, ‘It's Nintendo, of course they want to remind people of what's proper, but that's 


sre is that people who have been playing the game for a long time tend to forget that 
n adventure towards some sort of objective. You Know, when playing through the 

to be aware of Link's age or what his ultimate goal is. But, when this happens, the 

s doing tend to become typical game actions and the awareness that player is just 
es stronger. Players who need bombs to progress through the game, but don't have 
i themselves visiting the bomb shop in the middle of the night. When the 

, you're just a boy!’ the player who had not been consciously thinking that Link was 

! That's right! I'm just a boy.’ The player than reflects that he's walking around in the 
1 starts to feel the loneliness of the middle of the night. That leads the player to 
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a bomb.] This is a scene of blowing a wall up in Ocarina of Time. In this case, Link is 
<3 IGN ance to the dungeon, but that's not what's important. It's the sound that's important. 
iin this scene in detail. First, the player has an object that he thinks he might be able 
1omb there and the bomb explodes. This results in the wall breaking and room ahead 
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might give you an understanding of the Zelda reality, but these are primarily what 
iroduction techniques and are really quite trivial in relation to gameplay. But, Zelda 
on these trivial elements. These are what draw players into the game world. This 
shether we should apply these trivial details to all areas of the game, but the answer 
ess areas where we must remove areas of reality for the sake of gameplay. 
anting production techniques, what's important is not adding them everywhere, but 
lith effective timing and anticipating how players are going to play the game and 
interpret the different moments is what determines this timing -- such as the Bomb 
Of course, trying to figure out how players will interpret what you are creating while 
‘remely difficult. Whether game developers can do so objectively is also difficult to 
e that Zelda reality is maintained in a Zelda-esque way? The answer to that is to 
*rs to play the finished game and have the developers stand behind them and watch 
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is is why | think the Miyamoto Test will continue to be an important one for us. But at 
strated that | did not notice sooner the thing that Mr. Miyamoto notices. So, it is my 
[ Join for free or log in } look at Zelda from the same perspective that Mr. Miyamoto does. 


> 


8 of 16 4/13/2024, 5:33 PM 


GDC 2004: The History of Zelda - IGN https://www.ign.com/articles/2004/03/26/gdc-2004-the-history-of-zelda 


that I've had my hand in, I've tried to establish a new theme that guides the 
<3 IGN tif we continue to do the same things simply because Zelda has succeeded in the 
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lace stolen in the videogame world stolen by some other revolutionary new title. 
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‘ooking is interesting because | think it's something that everyone can try and 
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aku will come out when you mix them into the stew. On a side note in Japan, people 
ss IGN Onalities are described as people with a lot of aku. 
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ing a game, mixing together different ingredients into one pot produces aku. In 
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